
ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ

ᑲᑕᔑᐣᒋᑲᑌᐠ: ᓇᓇᑲᒋᒋᑫᐃᐧᐣ ᒦᓇ ᐱᐊᐧᐱᑯᑫᐃᐧᐣ, ᑎᐸᑭᐣᒋᑫᐏᐣ
ᑭᑫᐣᑕᓱᐏᐣ: 5ᐨ6

Ojibway



ᑎᐸᑭᐣᒋᑫᐏᐣ (5) E1.5 ᑲᐄᐧᐣᑕᓇᐣ ᒦᓇ ᑲᑐᑕᓇᐣ
ᐊᓂᑲᓄᒋᑲᓇᐣ, ᑎᐸᐸᐣᒋᑲᓇᐣ, ᒦᓇ ᑮᓂᑲᒋᑲᓇᐣ
ᐊᑯᓇᐠ 180° ᐃᐦᐃᒪ ᑎᐸᐸᐣᒋᑲᓂᐣᐠ, ᒦᓇ
ᒋᓃᑲᓂᐄᐧᐣᑕᒪᐣ ᑫᐃᓯᓭᑭᐣ ᒫᐊᐧᐣᑐᑭᐣᒋᑲᓇᐣ
ᑎᐸᑭᐣᒋᑫᐏᐣ (6) E1.1 ᑲᐅᔑᑐᓇᐣ
ᓃᐱᑌᐲᐦᐃᑲᓇᐣ ᐅᓄᐁᐊᐧᐣ ᑲᐃᔑᑳᑫᔭᑭᐣ
ᑲᐃᓇᑌᑭᐣ ᐯᐸᑲᐣ ᐃᓂᐁᐊᐧᐣ ᑲᓃᐅᐱᒪᐸᓀᓯᐣᑭᐣ,
ᐃᓂᐁᐊᐧᐣ ᑲᔦ ᑲᐃᓇᑌᑭᐣ ᐆᐱᒣᐲᐦᐃᑲᓇᐣ,
ᑲᑮᓂᑲᐧᓇᑌᑭᐣ ᒦᓇ ᐱᒫᐸᓀᐲᐦᐃᑲᓇᐣ
ᑎᐸᑭᐣᒋᑫᐏᐣ (6) E1.2 ᑲᐅᔑᑐᐣ ᑲᓂᓴᐧᔦᑭᓇᑯᐠ
ᑫᑯᐣ ᒋᐊᐧᐸᐣᑕᒪᐣ ᐅᑭᒋᔦᐦᐃ, ᓃᑲᓂᐣᐠ, ᒦᓇ
ᐆᐱᒣᐦᐃ ᒋᐘᐸᐣᑕᒪᐣ

ᒋᑭᑫᐣᑕᒪᐣ ᑲᐃᓇᑌᑭᐣ ᐊᓂᑯᐃᐧᐣ ᐊᓂᑲᓄᒋᑲᓇᐣ,
ᑮᓂᑲᑲᑌᑭᐣ, ᒦᓇ ᑎᐸᐸᐣᒋᑲᓇᐣ ᒋᑮᑌᐱᓇᒪᐣ
ᐊᐊᐧᔑᒣ ᒋᓂᓯᑐᑕᒪᐣ ᐅᐣᒋ ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐣ ᒦᓇ
ᐅᓄᐁᐊᐧᐣ ᐁᔑᐄᐧᒋᐦᐃᐁᐧᒪᑲᑭᐣ ᑎᐸᑭᐣᒋᑫᐏᐣ
ᑲᐃᓇᑌᑭᐣ ᐃᐦᐃᒪ ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐣ.

Tinkercad.com - ᐁᑲ ᒋᑎᐸᐦᐃᑲᑌᐠ ᐲᐊᐧᐱᑯᐣᐠ
ᐊᐸᒋᒋᑲᐣ ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐃᐧᐣ ᓃᐱᑌᐲᐦᐃᑲᓇᐣ ᐨ
ᐊᓂᔑᓂᓂᒧᐃᐧᐣ
ᐲᐊᐧᐱᑯᐣᐠ ᓴᑲᐱᒋᑲᓂ ᐊᐸᒋᒋᑲᐣ (ᐃᔑ ᐊᐸᒋᒋᑲᑌ
ᐃᐦᐃᒪ Tinkercad)

ᑲᑕᔑᐣᒋᑲᑌᐠ: ᓇᓇᑲᒋᒋᑫᐃᐧᐣ ᒦᓇ ᐱᐊᐧᐱᑯᑫᐃᐧᐣ, ᑎᐸᑭᐣᒋᑫᐏᐣ
ᑭᑫᐣᑕᓱᐏᐣ: 5ᐨ6

ᑲᑭᑭᓄᒪᑫᓇᓂᐊᐧᐣᐠ ᑫᒥᑲᒪᓂᐣ

ᑭᑫᐣᒋᑫᐃᐧᐣ ᑫᑌᐱᓇᒪᐣ

ᑫᓇᐣᑕᐁᐧᐣᑕᒪᐣ/ᐊᐸᒋᒋᑲᓇᐣ

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ



ᑲᐅᓇᑑᐣ ᑭᑭᓄᒪᑫᐃᐧᓇᑲᒋᒋᑲᐣ ᑲᓇᐣᑕᐁᐧᐣᑕᑯᐠ
ᑐᑕᒧᐃᐧᐣ 1 ᐨᐨ ᒋᓇᑲᒋᑐᔭᐣ ᐅᐣᒋ ᑭᑫᐣᒋᑫᐃᐧᐣ,
ᒋᓇᑲᒋᑐᔭᐣ ᑲᑭᑭᓄᒪᐊᐧᐨ ᒋᓂᓯᑐᑕᒧᐘᐨ.
ᑐᑕᒧᐃᐧᐣ 2 ᐨ Tinkercad ᐅᔑᒋᑲᓇᐣ ᐅᐣᒋ
ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐣ
ᑐᑕᒧᐃᐧᐣ 3 ᐨ ᒋᐋᐧᐸᐣᑕᐦᐃᐁᐧᔭᐣ ᒋᓂᓯᑐᒋᑲᑌᑭᐣ
ᐃᓇᒋᑫᐃᐧᓇᐣ

ᐊᐊᐧᒌᓂᐦᐃ ᑫᑕᓰᓄᐊᐧᐨ ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐣ

ᐃᑭᐁᐊᐧᐠ ᑲᑭᑭᓄᒪᐊᐧᐨ ᑫᓇᐣᑕᐁᐧᐣᒋᑲᑌᐠ

ᒋᐅᓇᐣᓯᓇᐦᐊᐣᑭᐣ

ᒋᑌᐱᓇᐨ ᐃᓂᐁᐊᐧᐣ ᐲᐊᐧᐱᑯ ᓴᑲᐱᒋᑲᓇᐣ

ᒋᐄᐧᒋᐦᐃᑯᐨ ᐊᔭᐣᒋᐲᐦᐃᑫᐨ

ᑲᑭᑭᓄᒪᐊᐧᐨ ᒋᐄᐧᑕᓄᑮᒪᐨ ᐃᓂᐁᐊᐧᐣ TA

ᑭᐍᓇᑲᒋᑐᓇᐣ:
 Tinkercad ᑲᐃᓇᑌᑭᐣ ᒋᐸᐸᒦᔭᔭᐣ (ᑭᑭᓄᒪᑫᐃᐧᓇᐣ ᒦᓇ ᑭᑭᓄᒪᑫᓇᐸᐸᐣᒋᑫᐃᐧᐣ)
o ᑲᐅᔑᑐᓇᐣ ᓂᑕᒼ ᑲᐃᔑᓇᑯᓯᐊᐧᐨ
o ᑲᓇᐱᐲᐦᐊᓇᐣ ᑲᐃᔑᓇᑯᑭᐣ
o ᑲᑮᓂᑲᐧᓇᓇᐣ ᑲᐃᔑᓇᑯᑭᐣ
 ᑲᓃᐅᐱᒪᐸᓀᓯᐣᑭᐣ ᑲᐃᔑᓂᑲᑌᑭᐣ ᒦᓇᑲᐃᓇᑌᑭᐣ
o ᑲᓂᓯᑕᐃᐧᓇᓇᐣ
ᑲᓃᐅᐱᒪᐸᓀᓯᐣᑭᐣ ᑲᑲᑲᑲᑭᐣ,ᑲᑭᓇᐧᑲᑲᑲᑭᐣ,
ᑲᓃᐅᐱᒪᐸᓀᓯᐣᑭᐣ ᐁᑲ ᑲᐧᔭᐠ
ᐁᑲᑲᑫᔭᐠ, ᑲᒣᒣᔾᑭᓇᑯᑭᐣ
ᑲᑲᑭᐲᐦᐃᑲᓇᐣ, ᑲᐃᔑᓇᑯᑭᐣ ᑲᑲᑭᐲᐦᐃᑲᓇᐣ ᑲᔦᒪ ᑲᐃᔑᒣᔾᑭ
ᑲᑲᑭᐱᐦᐃᑲᓇᐣ.

 ᑭᓇᑲᒋᒋᑫᐃᐧᐣ/ᑲᑵᒋᐦᐃᐍᐏᐣ

ᑭᑎᓇᒋᑫᐃᐧᓇᐣ/ᒪᒦᓄᒋᑫᐏᐣ

ᑭᑭᓄᒪᑫᐃᐧᐣ/ᑭᑫᐣᑕᒧᐃᐧᐣ ᑫᑐᑕᒪᓂᐣ

ᓂᑕᒼ ᐄᐧᐣᑕᒪᑫᐃᐧᐣ
(ᒥᑐᓀᐣᒋᑲᓇᐣ ᑲᐸᑭᓇᐣ/ᒋᔑᒪᒥᑐᓀᐣᑕᐣᐠ ᐅᑕᓇᐣᐠ ᑭᑫᐣᑕᒧᐃᐧᐣ)



ᐅᓑᑭ ᑭᑫᐣᒋᑫᐃᐧᐣ
(ᑲᒦᑭᐁᐧᐣ/ᐊᐧᐸᐣᑕᐦᐃᐁᐧᐣ ᐅᓑᑭ ᐄᐧᐣᑕᒪᑫᐃᐧᐣ)  

ᑐᑕᒧᐃᐧᐣ 1
 ᑭᑭᓄᒪᑫ ᐅᑲᐄᐧᐣᑕᐣ ᐁᓇᑌᑭᐣ ᒋᐊᐸᒋᑐᐨ
ᐯᐸᓂᓂ ᒦᓇ ᓃᑲᐣ ᒋᑕᔑ ᑭᑭᓄᒪᑫᐨ
 ᑲᐃᔑᓂᑲᑌᑭᐣ ᒦᓇ ᑲᐃᔑᓇᑯᑭᐣ
ᑲᐃᓇᒋᑲᑌᑭᐣ ᑲᑲᑫᐱᐦᐄᑫᐃᐧᓇᐣ
(ᒋᐄᐧᐣᒋᑲᑌᑭᐣ ᐃᐦᐃᒪ ᐊᓄᑮᐃᐧᐯᐸᓄᐣᐠ)
o ᐊᓂᑲᓄᒋᑲᓇᐣ (ᓂᑕᒼ
ᑫᐃᔑᓇᑯᐠ, ᒐᑲᑌᓯᒋᑲᐣ ᒦᓇ
ᑫᓂᔑᓇᑯᐠ)

ᓇᒪᐣᒌᐃᐣᐠ/ᓇᐦᐄᐃᐧ
ᓂᐣᐠ
 ᐃᓑᐱᒥᐣᐠ/ᓇᐣᔑᔦᐦᐃ
o ᑮᓂᑲᑫᐃᐧᓇᐣ
 90 degrees
 180 degrees
o ᑎᐸᐸᐣᒋᑲᐣ
 ᑲᐃᔑ ᐱᒪᐸᓀᓯᐣᐠ
 ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐠ (ᐊᓂᔑᓂᓂᒧᐃᐧᐣ)
o ᓇᑲᒋᑐᐣ ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐠ
ᓃᐱᑌᐱᐦᐃᑲᐣ
o ᓇᑲᒋᑐᐣ ᑲᐃᓇᐣᓯᓇᐦᐃᑲᓱᐊᐧᐨ
ᓇᑲᒋᒋᑫᐃᐧᐣ ᒦᓇ ᑲᐃᔑ
ᑮᓂᑲᐧᓇᓴᑲᓀᐨ (ᑎᓄᑲᐣ
ᐁᐧᒥᒋᑯᔒᐲᐦᐃᑲᐣ b d p ᑲ
ᐁᐧᒥᒋᑯᔒᒧᓇᓂᐊᐧᐣᐠ)

ᑭᑭᓄᒪᑫᐃᐧᐣ/ᑭᑫᐣᑕᒧᐃᐧᐣ ᑫᑐᑕᒪᓂᐣ

 ᑲᑭᑭᓄᒪᐊᐧᐨ ᒋᒪᐣᓯᓇᐦᐊᐣᐠ ᑲᓂᓱᑲᑲᑭᔭᐠ
ᐃᐦᐃᒪ ᐯᐸᓄᐣᐠ ᒋᓇᑲᒋᒋᑲᑌᐠ ᑲᐃᔑ ᑎᐸᐸᐣᒋᑲᑌᐠ ᒦᓇ ᑲᐃᔑ ᑭᑫᔭᑭᐣ
 ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐣ ᓃᐱᑌᐱᐦᐃᑲᓇᐣ



 

ᒪᒥᑲᐃᐧᐣ ᒦᓇᐊᐧ ᑫᓂᑐᑕᒪᐣ

ᑲᓇᐸᐸᐣᒋᑫᐃᐧᐣ ᑲᑫᐧᒌᓇᓂᐊᐧᐣᐠ
(ᒋᓇᑲᒋᒋᑫᔭᐣ ᐃᑭᐁᐊᐧᐠ ᑲᑭᑭᓄᒪᐊᐧᐨ ᒋᓂᓯᑐᑕᒧᑫᐧᐣ)

ᑐᑕᒧᐃᐧᐣ 2 (40 ᑕᓱᑎᐸᐦᐃᑲᓀᐣᐢ ᐊᐊᐧᔑᒣ)
 ᑲᐅᔑᑐᐣ ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐠ ᐃᐦᐃᒪ
TinkerCad
 ᑭᑭᓄᒪᑫ ᓃᑲᐣ ᐅᑲᐅᓇᑑᐣ ᑫᑐᒋᑲᑌᓂᐠ
 ᑲᓇᐊᐧᐸᐣᑕᐣ ᑲᑭᑭᓄᒪᑫᒪᑲᑭᐣ
ᒐᑲᑌᓯᒋᑲᓇᐣ ᐅᐣᒋ ᑲ ᐊᔭᐣᒋᐁᐧᐸᐦᐃᑲᑌᐠ
ᒋᐅᐣᒋᑭᑫᐣᑕᒪᐣ
o ᒋᐅᔑᑐᔭᐣ
o ᒋᓇᐸᐸᐣᒋᑫᔭᐣ
o ᒋᑮᓂᑲᓯᒋᑫᔭᐣ
 ᒋᐅᔑᑐᔭᐣ ᑫᐃᔑᓇᑯᒋᑫᔭᐣ ᐃᓂᐁᐊᐧᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐠ
o ᓂᓯᑕᐃᐧᓇᐣ ᐊᐊᐧᓀᓇᐠ
ᑫᑮᓂᑲᓴᐨ
o ᓂᓯᑕᐃᐧᓇᐣ ᑫᓇᐸᐱᒪᐨ

ᑭᑭᓄᒪᑫᐃᐧᐣ/ᑭᑫᐣᑕᒧᐃᐧᐣ ᑫᑐᑕᒪᓂᐣ

ᑐᑕᒧᐃᐧᐣ ᑫᑐᑕᒪᓂᐣ
(ᑐᑕᒧᐃᐧᐣ ᒋᐅᐣᒋᑭᑫᐣᑕᒪᐣ/ᒋᑐᑕᒧᐊᐧᐨ

ᐊᓄᑮᐃᐧᐯᐸᐣ ᒋᔑᑐᑕᒪᐣ ᐊᓂᑲᓄᒋᑲᓇᐣ,
ᑮᓂᑲᓯᒋᑫᐃᐧᓇᐣ, ᓇᐸᐸᐣᒋᑲᓇᐣ ᐅᐣᒋ
ᐊᓂᔑᓇᐯᐲᐦᐃᑲᓇᐠ
 ᒋᓂᓯᑕᐃᐧᓇᒪᐣ ᐋᑭᐣᑕᓱᐣ ᑲᐃᓇᑌᑭᐣ ᐅᐣᒋ
ᓇᐸᐸᐣᒋᑲᐣ, ᐊᓂᑯᒋᑲᓇᐣ ᒦᓇ
ᑮᓂᑲᓯᒋᑲᐣ ᑲᐃᔑ ᒥᑭᑲᑌᑭᐣ ᒥᔒᐣ
ᐃᔑᓇᑯᒋᑲᓇᐣ ᐁᐣᑕᓱᑮᔑᑲᐠ ᐱᒪᑎᓯᐃᐣᐠ



 

KAY KEE KO KA

ᓂᒥᑕᐏᐦᐃᑯᐣ
A

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ

New to TinkerCad?
We selected TinkerCad software for this project as it’s designed for a 
classroom environment. The software is web based so it will work on 
any recent student device (including iPads & Chromebooks).

Tinkercad is a free-of-charge, and easy to get your class setup with 
an email login. As a teacher you can monitor students work from one 
place. We have included some helpful links but recommend 
taking a few minutes to explore the software before starting 
the lesson with your students. 

Students will use some navigation and basic tools for building this lesson. It is designed to be an 
entry level activity, but we recommend that learners had taken part in some of the tutorials on the
TinkerCad student portal before beginning. 

Link : https://www.tinkercad.com/learn/designs?collectionId=OSZ5W2BL1W5N51Fv 

In this activity students can choose between two di�erent design approaches to 
create syllabics in the TinkerCad software.

 

Encourage the learners to try both techniques before deciding on a method.

Oji-cree Syllabics Character with Roman Orthography



Oji-cree
Character 

KAY

Oji-cree
Character 

KAY

Syllabiques numériques ᓂᒥᑕᐏᐦᐃᑯᐣ
A

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ

Option 1 - Build with shapes
This option allows learners to construct the syllabics using a library of 
existing shapes.

 The process will result in more straight lines and the ability to have 
better control of scale and demensions. 

Option 2 - Draw the syllabics
This option allows for users to practice their �ne motor skills 
in illustrating the shapes free hand.
 
This approach can give a natural freehand look but will 
require practice



30

30 30 30

Syllabiques numériques ᓂᒥᑕᐏᐦᐃᑯᐣ
A

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ

Translation

Draw your �rst option to the right while holding down the option key.

Complete this translation of 3o units to the right (repeat two more times)

Students can practice the use of translations, rotations, and re�ections to 
create their syllabics. 



KAY KEE

KEE KO

KO KAH

Syllabiques numériques ᓂᒥᑕᐏᐦᐃᑯᐣ
A

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ

To create a reflection, students will need to select the
the �rst shape and use the mirror tool 

Select the shape and the rotation
tool will appear. Rotate the “Ko”  character 180 degrees

they will then have to choose the correct
access for the object to re�ect.

To create a re�ection, students will need to select the
the �rst shape and use the mirror tool 

they will then have to choose the correct
access for the object to re�ect.



Syllabiques numériques ᓂᒥᑕᐏᐦᐃᑯᐣ
A

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ

Save your custom shapes

On the drop down on the right hand side 
select the “Your Creation” option.

Select the syllabic character that you would 
like to save and click on “Create Shape”.

Name the new shape using the
roman orthography characters to make
it easier to �nd at a later date.

You can add additional information in
the description.

They syllabic will now be saved to the account
and available to use for future projects.



 

Name: Date:

ACTIVITY 3DIGITAL SYLLABICS
A

Translation Réflexion Rotation

ACTIVITY 3
A

ACTIVITY 3
B

ᓂᒥᑕᐏᐦᐃᑯᐣ 3
A

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ

Identify the following as reflection, rotation or translation



 

DIGITAL SYLLABICS

Name: Date:

Translation - right 6, up 2

right 6

up 2

Réflexion Réflexion

Rotation 90 degrees Rotation 180 degrees

ACTIVITY 3

Translation - right 5, down 2

B
ᓂᒥᑕᐏᐦᐃᑯᐣ 3

B

ᑕᔑᐣᒋᑫᐏᐣ: ᒦᑭᓯᑫᐏᐣ ᐨ ᐲᐘᐱᑯᐣᐠ
ᐊᓂᔑᓇᐯᐲᐦᐃᑫᐏᐣ


